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SOURCE BOOK 


BACKGROUND INFORMATION 


This source book contains information about 
the Pilgrims’ experiences as it is relevant to 
the simulation. It is a good idea to familiarize 
yourself with the story-line before beginning 
to play. 


A Brief History 


In the early 17" century, the Pilgrims 
searched for a place where they could 
practice their religion freely. Persecution 
drove them from England to live in Holland. 
By 1619, however, they were looking for an 
escape from that country's poverty, as well 
as a place where they could raise their 
children without outside political and 
religious influences. 


At about that same time, a group of 
promoters and capitalists, called 
adventurers, negotiated to buy a tract of 
land in the New World. They offered to loan 
settlers the cost of a voyage to America if 
they settled and worked the land. The 
adventurers’ motive was profit. They 
expected to make money from fish, furs, 
and other products in America. The Pilgrims, 
anxious to start a new life, agreed to settle 
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and work in America to pay back their debt 
to the adventurers. 


The Pilgrims sailed to America in 1620. The 
harsh voyage lasted two long months. On 
landing, they signed The Mayflower 
Compact to frame laws, appoint a 
governor, and assign land rights. This was 
the first declaration of democracy on 
American soil by Europeans. 


Many important decisions had to be made 
upon landing. The Pilgrims explored the 
land to choose a good site for building the 
settlement. Native Americans were nearby, 
so crucial decisions about the protection of 
the new settlement had to be made 
immediately. The weather was cold and 
snowy when the Pilgrims arrived in 
November. This made the tasks of felling 
trees and building shelter difficult but 
extremely urgent. Many seitlers died, 
including entire families. 


As time passed, treaties were made with 
neighboring Native American tribes. The 
Native Americans taught the Pilgrims, who 
were inexperienced in fishing and farming, 
many things about how to survive in the 
new environment. 


Eventually lumber and furs were shipped to 
England. Although shipwrecks and pirates 
were not uncommon obstacles to trading, 
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the Pilgrims, through hard wor, slowly 
repaid their debts. The town of Plymouth 
began to grow and additional settlers 
continued to arrive from England. Exciting 
political developments occurred as the 
colony prospered and grew. The governor, 
John Carver, was the first leader to be 
elected by colonists themselves. Plymouth 
became the only local representative 
government in the colonies. This did not 
change until 1651. 


In October, 1691, Massachusetts obtained a 
charter that included Plymouth in its 
boundaries. The founding colony had 
thrived almost three-quarters of a century 
and formed one of the important links in the 
chain of events that gave birth to the United 
States of America. 


AN OUTLINE OF THE GAME 


After you log on, the game provides a brief 
introduction and some background 
information on the Pilgrims. The game 
begins eight days before the Pilgrims set sail 
for the New Word. 


Phase 1: Provisioning The Ship 


The Pilgrims need to buy supplies for their 
long voyage across the Atlantic. Some 
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supplies are provided by the backers as part 
of the original loan. Your task is to buy 
additional items or sell those that you feel 
will not be needed. Once you reach the 
New World, some items will only be 
available from European trading ships and 
will be very expensive. These items include 
beer, knives, muskets, and trinkets. Other 
items such as wampum., furs, and lumber will 
be unavailable (or too expensive) in 
England. They, however, will be valuable 
items that can be traded with Europeans 
and Native Americans once you settle in 
New England. 


Phase 2: Crossing The Atlantic 


In order to reach North America, you must 
“steer” the Mayflower and bail water during 
fierce Atlantic storms by using the keyboard 
direction keys. An on-screen compass will 
help greatly! Failure to accomplish this will 
result in the sinking of the Mayflower and 
having to start the voyage again. The ship is 
also in danger from pirates in the Atlantic! 


Phase 3: Choosing A Site 


After landing in Cape Cod Harbor, you will 
explore the area with the “shallop", a small 
open boat. The keyboard direction keys are 
used to “steer” the shallop with the aid of 
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on-screen compass readings. 


There are six possible sites to discover, each 
having some distinct advantages and 
disadvantages for settlement. “Survival 
Guide" graphs, which indicate the criteria of 
each site, are displayed. 


Once the sie is selected, the player begins 
building a colony by going to the Action 
Menu and choosing Walk Around, Attend 
Chores, or Town Records. Walking Around is 
an important part of the game and gives 
you the opportunity to hunt, fish, log, trade 
with Native Americans, visit ships, and 
locate the lost Mayflower Compact. 


Phase 4: Managing The Settlement 
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Once the Pilgrims arrive in the New World 
the only shelter available is the over- 
crowded Mayflower. It cannot provide 
shetter for the entire population and it must 
return to England soon. The building of on- 
shore shelter should be a high priority. 


Cutting trees and sawing logs may be 
assigned as a chore by teams of Pilgrims 
and/or you may walk fo a chopping site 
and cut trees using the simulation. 


The colony will need one Common House, 
one stockade, and any number of houses 
and wells. Since houses were built from 
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FOOD 


wood and had open fireplaces, fires were 
common, resulting in reduced shelter and 
goods for the colony. 


(The Pilgrims knew nothing about log cabins. 
These were introduced in the 1640’s by the 
Swedes at Delaware Bay.) 


There are six essential foods in the game: 
meat, fish, corn, beans, pumpkins, and beer. 


Generally, food can be: 


e Bought in England before sailing as part 
of the original provisions 


e Ordered through a ship’s captain for 
delivery on the next ship out of England 


e Obtained by trading with Native 
Americans or with ships at the dock 


e Grown or hunted by Pilgrim chore teams 


e Acquired by fishing or hunting during the 
Walk Around 


Hunting 


Hunting teams of two Pilgrims can be 
assigned to shoot game. The teams need 
muskets and ammunition (powder and 
shot). You can also Walk Around to one of 
the hunting spots and, using the simulations, 
try your skill at shooting to add to the 
colony's meat supply. 
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Fishing 

Fishing teams of two Pilgrims can be 
assigned to catch fish. They will need 
fisnhooks fo accomplish this task. Bone 
fisnhooks are available from the Native 
Americans, or metal fisnnooks are available 
by trading with ship captains or by ordering 
directly from England. You can also Walk 
Around to one of the fishing sites and, using 
the simulations, try catching fish to add to 
the food supply. 


Farming 
e Planting 


Corn, beans, and pumpkins are grown in 
mounds in the method learned from the 
Native Americans. The mounds were four to 
five feet apart and were planted during the 
planting season (13 weeks in April, May, and 
June). Seed is faken directly from the stock 
of food. Shortages of seed will reduce 
planting, so be careful that you don't 
exhaust your food supply when planting. 


e Tending and Harvesting 


During the game, all crops take 18 weeks 
before they can be harvested. After the first 
13 weeks of planting, crops must be tended 
during the five weeks in July and early 
August before harvest can begin. 


Each week of the harvest requires the same 
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number of teams as the planting did 18 
weeks eariier. It is important to remember 
that insufficient harvest teams will reduce 
crop yield. 


In the spring of 1623, the Pilgrims voted to 
give private ownership of farm plots fo each 
family. You will be given the option to do 
this or not. 


Beer 


Beer was a mainstay of the English diet. 
Since breweries were not built in the New 
World until much later, beer had to be 
ordered from England or bartered from 
visiting English ships. 


TRADING AND SHIPPING WITH EUROPEANS 


Trading will be an important activity for the 
colony's overall success. Only the Native 
Americans (see page 12) and an 
occasional European ship provide 
opportunities for trading. 


A ship’s captain will carry goods such as 
muskets, ammunition, cloth, clothing, tools, 
knives, and trinkets. These are not produced 
in the New World. When trading for these 
items, you should expect that they will cost 
more than if they were ordered for delivery 
on the next ship. 
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POPULATION 
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Shipping 

Goods must be shipped to England in order 
to pay off debt to the backers. When a ship 
is visited during Walk Around, you may 
choose to “ship some goods”. The value of 
the goods and shipping fee is calculated 
automatically. Goods may be ordered from 
England in a similar manner. 


Ordering 


Ordered goods are shipped from England 
on the next ship. They are ordered from the 
ship captain during the Walk Around. 


The entire population will be wiped out 
should there be a massacre by Native 
Americans. Other than that, Pilgrims can die 
only by getting sick. 


The population will increase when new 
settlers arrive. Families with small children 
(under 6) usually did not migrate to the 
colony due to the hardships found there. 
For the same reason, elderly people did not 
come. Therefore, most settlers were young 
adults. 


Except for local births, the settler population 
mix remained relatively stable throughout 
the six-year period covered by the game. 
Newborns and children under six are not 
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considered in the game population 
because they were not expected to labor 
and because the amount of supplies they 
consumed was so small. 


Occasionally during the game, uninvited 
guests are dumped on the colony. This 
actually happened in 1622. These guests do 
not work, but the colony must feed them. 


HEALTH 


Heatth is affected by nourishment (having 
enough of the right kinds of food), fresh 
water, and exposure to the elements. 
Exposure is a function of the weather, 
shelter, and personal warmth. Warmth is 
achieved by having enough clothing, 
blankets, and firewood. 


Nourishment 


There are six foods in the game and a 
sufficient supply of each of these is 
necessary for proper nourishment. A 
shortage of one food can result in a dietary 
deficiency that will be felt over a period of 
time. This deficiency results in starvation, 
drastically affecting the population and 
resulting in deaths. 


Exposure 


Adequate amounts of firewood, clothing, 
and blankets must be available at all times. 
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Firewood comes from cutting trees at 
logging sites and sawing timber. Clothing is 
produced from cloth once a month by 
“domestic teams". Blankets can only be 
purchased or traded for. 


Sickness 


In general, the healthier the colony, the 
fewer Pilgrims get sick and die, and more of 
the sick recover. Better health means that 
there are more Pilgrims available for chore 
teams and more work gets done. 


NATIVE AMERICAN TRIBES 


There are six tribes within walking distance of 
the colony that may be visited during the 
Walk Around portion of the game. These 
Native Americans and their populations in 
1620 are as follows: 


Wampanoag 2000 
Nipmuc 1000* 
Narragansett 4000 
Massachusett 500 


Pequot 3000 
Nauset 750 
“Only Eastern bands 


The population totals reflect losses caused 
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by a devastating epidemic in 1616 - 1617, 
which most likely resulted from contact with 
European diseases. 


Data about each of the tribes can be 
charted by the player. Since each tribe 
had different experiences with Europeans, 
hostility toward the Pilgrims varies from tribe 
to tribe. The player can determine the 
degree of hostility between each tribe and 
the Europeans by consulting the Tribal 
Relations Bar, which is displayed when 
visiting each tribe. 


Tribal Goods 


Native Americans will produce goods for 
their own consumption and for trade with 
neighboring tribes and colonists. All tribes 
produce meat and fish and may have as 
much as a two monith’s supply of these 
commodities available for trade. 


e Farming Tribes 


The Wampanoag and Nauset tribes are 
natural farmers. Stocks of corn, beans, and 
pumpkins will increase rapidly after harvest 
season and will decrease gradually 
thereafter. 


e Trapper Tribes 


The Massachusetts and Nipmuc tribes are 
great trappers and will accumulate skins 
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during the winter months. By April, however, 
supplies will have been bartered away to 
other traders and none will be available until 
the following January. These fine furs are in 
great demand among the middle and 
upper classes in England and France. 


e Craft Tribes 


The Narragansett and Pequot tribes make 
wampum from shells found along the coast 
of Long Island Sound. The fine 
craftsmanship and secret techniques used 
in the manufacture of wampum make it 
difficult to imitate. It is in demand by other 
tribes for personal decoration. Since 
wampum is not perishable, the strings and 
belts of this product eventually become a 
substitute for money in trading. Wampum 
on hand will never exceed three months 
production. Excesses will be bartered to 
other tribes or to European traders. 


Trading With The Native Americans 


You will find that trading with the Native 
Americans can be a real challenge. Each 
tribe has its own value system depending on 
what if needs, wants, and produces. The 
Wampanoags and the Nausefs grow lots of 
corn, beans, and pumpkins; the 
Massachusetts and Nipmucs will have furs 
to trade (in season); the Narragansett and 
Pequot tribes produce fine wampum that is 
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highly valued by the other tribes. 


As you play, remember that Native 
Americans, being good hunters and 
fishermen, won’‘t value meat and fish nearly 
as much as knives and muskets; small metal 
fishhooks were not much better than their 
own bone hooks. Hoes and spades were of 
interest only to the farming tribes. Saws and 
building tools were not useful for building 
Native American villages. English cloth and 
woolen blankets, however, were often 
preferred to the Native American variety 
and were in demand. Knives were sought 
after for their keen edge and general utility, 
especially by the trapper tribes. Iron axes 
were prized for use in the woods and also 
were used as a fearsome side arm 
(tomahawks). Beer was highly desired, as 
were muskets and shot, although trading 
these to the Native Americans reduces the 
security of the settlement significantly. 


Security 


Native American attack depends on the 
settlement’s defenses, tribal offensive 
power, and the state of the player’s 
relations with neighboring tribes. 


Relations with tribes depends on how well 
they are treated and whether you have 
negotiated a treaty with them. Tribes that 
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have signed a treaty will not join with others 
to attack your setilement and will help deter 
attacks from other tribes. Remember, it 
takes time and patience to get a treaty and 
it can be tom up quickly if Native American 
affairs are not conducted carefully. 


Wampanoag and Nipmuc Language 


Some said that it was easier for the Native 
Americans to learn English than it was for the 
English to learn Native American languages, 
so few Europeans learned these difficult 
dialects. Five colonists spoke these 
languages very well. They were: Daniel 
Gookin, Roger Williams, John Elliot, Thomas 
Mayhew, and Richard Boume. 


In the Wampanoag and Nipmuc language, 
you will see two OO touching together. This 
is a nasal pronunciation. The Narragansett 
tribe also has the nasal pronunciations, but 
not as much as the other two sister tribes. 
The language is of the Algonquian culture. 


End Of Game 


The game ends in October, 1626, almost six 
years after the Pilgrims first landed in the 
New World. At this time, you will be given 
the colony’s status. Ask yourself: Did the 
Pilgrims survive? Was there an increase or 
decrease in the settlement’s population? 
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You may get a bonus and some 
recommendations at the end of the game. 
The recommendations are important 
because they will give you insight into how 
you can improve your play in future games. 


Tne game may end before October, 1626 if 
there is a Native American massacre at the 
colony. In each case, there will be 
suggestions to aid you in playing future 
games. 
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TIMELINE 


1608 


Sept., 1620 
Nov., 1620 


Dec., 1620 


Jan., 1621 


Feb., 1621 


Apr., 1621 


Summer 1621 


Nov., 1621 


PilgrimQuest™ Source Book DDC 1992 


William Brewster organized Pilgrim church; 
moved congregation to Amsterdam, then 
to Leyden. 


Pilgrims left on MAYFLOWER for America. 


Pilgrims anchored at Provincetown Harbor: 
wrote Mayflower Compact. 


Pilgrims discovered an island and named it 
Clark Island, after the first mate of the 
Mayflower. Plymouth chosen as site for 
settlement; went ashore. 


Common House finished. 

Pilgrims choose Myies Standish as captain, 
giving him authority of command in 
military affairs. 

MAYFLOWER departed for England. 
Pilgrims made mutual agreement with 
Massachuset tribe for trade and 
cooperation. 


Tne ship FORTUNE arrived, bringing more 
settlers. 
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Dec., 1621 


June, 1622 


Fall 1623 


Mar., 1624 


1627 


1628 


1643 


Oct., 1691 


FORTUNE left for England loaded with 
goods for sale. 


The ships CHARITY and SWAN arrived with 
settlers, but no supplies. Squanto died. He 
had proved to be a valuable friend to the 
Pilgrims. 


Harvest was good; corn became medium 
of exchange with Europe. 


New Year's day on Pilgrim calendar; 
planters met for annual election. William 
Bradford was elected as govemor with 
Allerton as first chief. 


Wampum began to be used as the 
medium of exchange. 


Allerton traveled to London for charter; 
England granted all of New England, 
southeast of a line running from the lower 
shore of Boston Bay to the head of 
Narragansett Bay, to Plymouth colony. 


Representatives from Plymouth, Duxbury, 
and Scituate drew up a code of laws. 


Articles of Confederation - Plymouth was 
represented by two commissioners. 


Massachusetts obtained a charter that 
included Plymouth in its boundaries. 
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GLOSSARY 


Adventurer 
Charter 


Commodities 


Cooper 


Freeman 


Hemp 


Hogshead 


Indentured Servants 


Person who tried to gain profit by 
financing the Pilgrims’ trip. 


A written grant of rignts made by a 
government or ruler. 


Articles of trade or commerce, 
including raw materials, 
manufactured goods, and the 
produce of the land. 


A person who makes or repairs 
wooden barrels or casks. 


A free person, especially one who 
has civil or political liberty. 


A tall Asiatic plant related to the 
Mulberry family, widely grown for its 
tough woody fiber; used in making 
cloth, matting, and rope. 


A measurement for grain; this was 
the size of a large barrel; 
approximately 63 gallons. 


People who were hired out for a 
period, usually seven years. They 
were fed and housed, but received 
no wages. They were like slaves and 
could be bought and sold. 
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Mayflower Compact 


Pewter 


Sachem 


Sassafras 


Scurvy 


Shallop 
Sinew 


Wampum 


An agreement among the 
Mayflower passengers that set up a 
government. 


A metallic substance (alloy) made of 
tin, lead, copper, antimony, and 
other metals. Used in making table 
utensils. 


Title given to a Native American 
leader. 


A plant whose bark was used for 
medicine. 


A disease, caused by lack of 
Vitamin C, that was once common 
among sailors on long voyages. 


A light, open boat. 


A tough cord or band (tendon) that 
connects muscle to bone; used as 
thread or cord. 


Beads made of shells and used for 
money by the Native Americans. 
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